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Abstract
People generally show greater preference for members of their own racial group compared
to racial out-group members. This type of ‘in-group bias’ is evident in mimicry behaviors. We
tend to automatically mimic the behaviors of in-group members, and this behavior is associ-
ated with interpersonal sensitivity and empathy. However, mimicry is reduced when interact-
ing with out-group members. Although race is considered an unchangeable trait, it is possible
using embodiment in immersive virtual reality to engender the illusion in people of having a
body of a different race. Previous research has used this technique to show that after a short
period of embodiment of White people in a Black virtual body their implicit racial bias against
Black people diminishes. Here we show that this technique powerfully enhances mimicry.
We carried out an experiment with 32 White (Caucasian) female participants. Half were
embodied in a White virtual body and the remainder in a Black virtual body. Each interacted
in two different sessions with a White and a Black virtual character, in counterbalanced order.
The results show that dyads with the same virtual body skin color expressed greater mimicry
than those of different color. Importantly, this effect occurred depending on the virtual body’s
race, not participants’ actual racial group. When embodied in a Black virtual body, White par-
ticipants treat Black as their novel in-group and Whites become their novel out-group. This
reversed in-group bias effect was obtained regardless of participants’ level of implicit racial
bias. We discuss the theoretical and practical implications of this surprising psychological
phenomenon.
Introduction
Several studies have recently shown that multisensory stimulation based on the rubber hand
illusion [1] or immersive virtual reality (VR) may be used to substitute a person’s arm by a rub-
ber arm or their full body by a life-sized virtual body, resulting in a strong perceptual illusion
that the body part or full virtual body is their own. These are examples of ‘body ownership illu-
sions’ [2–4]. It has further been shown that attributes of the surrogate body can have an impact
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on participants’ perception and implicit attitudes. For example, embodying adults in a child
virtual body results in overestimation of object sizes and implicit self-identification as being
more child-like [5], compared with being embodied in an adult-shaped body of the same size
as the child. Of particular interest is that when the participants are White and the illusorily
owned rubber arm or virtual body is black then this reduces their implicit racial bias towards
Black people [6–8]. Previous results in this area have relied on Implicit Association Tests
(IAT) [9], where, for example, bias is shown by participants being more rapidly able to pair
negative attributes with Black faces and positive attributes with White faces than the other pos-
sible combination. After the embodied experience (with perceptual ownership of a black rub-
ber arm or full virtual body) this bias decreases on the average [6, 7, 10, 11].
In this paper we show that there is a strong behavioral impact of such virtual embodiment
that occurs in a dyadic interaction between White participants embodied in a White or Black
body, and a Black or White virtual human. In real-world interactions, people of the same race
(or generally same social ‘in-group’) are far more likely to engage in mimicry of their partner
than when they are of a different race (or generally when one is perceived as ‘out-group’ by the
other) [12]. We show that in VR the skin color of participants’ virtual body rather than their
real body influences who they mimic more. Since mimicry is a non-conscious behavior that
signifies social rapport this shows how actual behavior may be impacted through such virtual
embodiment, beyond what can be found from implicit associations. In the next sections we
provide the background on racial (in-group and out-group) categorization and on mimicry,
before describing the experimental study.
People identify themselves not only as individuals but also as members of social groups to
which they belong (i.e., a set of ‘in-groups’). In-group members are perceived as similar to the
self and are differentiated from dissimilar others (i.e., ‘out-groups’) [13]. Such classifications
into ‘us’ versus ‘them’ occur spontaneously during social interactions, and influence interper-
sonal perceptions and behaviors. People generally show greater attachment to and preference
for people in their in-group than in their out-group, which is referred to as in-group bias or
in-group favoritism [14]. While any social category that is salient during an interaction may
lead to in/out-group distinction, race represents a particularly potent cue to group member-
ship due to its visual salience [15]. Race categorization occurs within milliseconds; even faster
than the detection of other physical characteristics, such as age and gender [16, 17].
Interracial interactions are especially prone to in-group bias. It has been repeatedly shown
that own-race faces are more accurately encoded and better remembered than other-race
faces, see the review by Meissner and Brigham [18]. Besides these perceptual differences, racial
in-group members tend to be evaluated more favorably than racial out-group members. Such
own-race preferences have been demonstrated across the lifespan. Infants as early as three
months old have been found to prefer own-race faces over faces of other racial groups [19].
These biases may correspond to differing brain activity when observing racial in-group and
out-group members [20, 21].
Observing the actions of others typically activates brain areas similar to the areas that are
activated when performing these actions oneself [22]. Some actions are not only mentally sim-
ulated but also actually mimicked. The mere perception of these actions increases the likeli-
hood of behaving in a similar way [12]. This includes the spontaneous imitation of postures,
gestures, facial expressions, and mannerisms, which usually occurs without awareness. Percep-
tion-action coupling has been claimed to be an evolutionary beneficial mechanism that
increases liking and rapport between interaction partners [23]. However, this appears to be
reserved for interactions between in-group members. For example, Gutsell and Inzlicht [24]
showed in an EEG study that only the perception of actions performed by own-race models
activated the motor system. When perceiving actions of other-race models the motor system
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was less active. These findings are consistent with behavioral studies that have shown that indi-
viduals tend to mimic their in-group members to a greater extent than their out-group mem-
bers [25–27]. Rates of mimicry have been found to be particularly low for highly prejudiced
individuals [27] and in interactions with disliked others [28] and stigmatized people [29].
Reduced motor resonance with out-group members has important consequences for interra-
cial interactions. It is associated with lower levels of interpersonal sensitivity and empathy [30,
31], which may hinder the establishment of positive interracial relationships.
Although in-group bias occurs automatically as a consequence of social categorization,
research has shown that both the self-concept [32] and the evaluative processes in intergroup
perception are dynamic and malleable [33]. A common method to alter in-group bias is per-
spective-taking, which typically requires individuals to imagine how it would be to be a mem-
ber of the out-group. Taking the other’s perspective has been claimed to increase self-other
overlap and foster the transfer of positive self-evaluations to the out-group, thereby reducing
in-group bias [34]. Despite its popularity and demonstrated success in changing attitudes and
discriminatory behavior [35, 36], perspective-taking has its limitations. It requires a capability
for mental imagery, cognitive effort and motivation from the individual in order to be effec-
tive. Moreover, when applied during an interracial interaction, perspective-taking may have
only small effects and might even have negative consequences for highly prejudiced individu-
als [37].
In the experiment described in this paper we made perspective-taking explicit through
using immersive VR. Instead of imagining how it would be to be someone else, we actually put
people into a situation of ‘being’ a member of the out-group through virtual embodiment.
Embodiment in a life-sized virtual body that is perceived from first person perspective as visu-
ally substituting the person’s real body has been shown to lead to an illusion of ownership over
the virtual body [38]. Moreover, through the application of real-time motion capture, the vir-
tual body can be programmed to move synchronously and in correspondence with real body
movements. In this case there is also strong agency with respect to the virtual body, so that par-
ticipants attribute actions of the virtual body to themselves [39]. These effects do not occur
when the virtual body movements are asynchronous with respect to real movements—e.g. [5,
39, 40].
Virtual embodiment was first used in the context of racial bias in Groom, Bailenson, et al.
[41]. This placed participants in a Black virtual body for 60–75 s, that had head movements
synchronous with real movements that participants could see in a virtual mirror. The setting
was a social situation involving the participant being in a job interview. An IAT was used to
assess racial bias, and the results showed an increase in racial bias against Black people as a
result of the manipulation. However, subsequent studies found the opposite effect. Using the
rubber hand illusion with a black rubber arm Farmer, Tajadura-Jimenez, et al. [11] found
some evidence supporting the possibility that subjective ownership over a Black rubber hand
in the rubber hand illusion may reduce implicit bias, a result later taken up by Maister, Sebanz,
et al. [7] who found a reduction in implicit bias due to such ownership. Similarly Peck, Sein-
feld, et al. [6] using full body virtual embodiment in a virtual body also found a reduction in
implicit bias. Banakou, PD, et al. [10] found the same effect even though the implicit bias was
measured one week after the VR exposure. Some of these results have been reviewed by Mais-
ter, Slater, et al. [8], and we return to this topic in the Discussion.
While earlier studies have been concerned with attitudinal change concomitant with the
type of virtual body, the focus of the current research lies in the behavioral consequences of
VR-based manipulations of racial embodiment. First, we examine whether there are differ-
ences in experienced body ownership with respect to embodiment of White people in a White
or Black virtual body. Second, we examine the influence of this embodiment on changes in
Virtual race transformation
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racial bias using the IAT. Third, and most importantly we test how racial embodiment influ-
ences social mimicry in a simulated interracial interaction.
The experimental study was conducted with 32 White female participants. Each participant
was embodied with a virtual body seen from first person perspective with full visuomotor syn-
chrony. They interacted with another virtual human character for 6 minutes. The form of
interaction was that in turn each (the real and virtual person) had to describe a series of pic-
tures that they saw on the virtual wall–the Picture Description Task. There were two binary
factors: Own Body (Self Black or Self White) and Other Body (Other Black or Other White).
Half of the participants were randomly assigned to the Self Black and half to the Self White
condition. Each participant repeated the study twice, always with the same Own Body skin
color. However, the skin color of the Other Body was different in the two trials, the order
counterbalanced across all participants. Hence Own Body Color was a between groups factor
and Other Body Color was within groups. Details are given in Methods. The experimental
setup can be viewed in S1 Video, and is illustrated in Fig 1.
A questionnaire used in previous experiments—e.g. [39]—was given immediately after the
exposure to elicit the degree of body ownership and agency (Table 1). The first two questions are
a direct assessment of the illusion of body ownership, and NotMe is to check for consistency
with the first two, where for a strong illusion of body ownership we would expect high scores on
the first two and low scores on NotMe. MBodies can be considered as a control question for
body ownership, since high body ownership should not entail the feeling of having two bodies—
only the virtual body should be salient. The last two questions are assessments of agency. Addi-
tional questions on the participants’ explicit attitudes towards the virtual Other are discussed in
S1 Text. A racial Implicit Association Test was given prior to (PreIAT) and after (PostIAT) the
VR experience. The PreIAT was administered 2–3 days before the first VR exposure and the
PostIAT after the second exposure. (See Methods for details of these measures). The degree of
mimicry of the Other (virtual) person was measured as a count of the number of mimicked
behaviors coded by two independent coders. We refer to this as nmimicry.
Results
Body ownership and agency
The box plots of the questionnaire scores from Table 1 are shown in Fig 2. The results regard-
ing body ownership (Fig 2A) suggest that the conditions (OwnBody, OtherBody) do not influ-
ence any of the scores. Additionally the two questions that directly assess body ownership
positively (MeMirror and MeDown) have high scores under all conditions—the median being
4 out of a maximum of 5, in every case—whereas the other questions (NotMe and MBodies)
have low scores—their medians are at most 2.
In order to test the first point one overall score for the ownership illusion was constructed
using polychoric principle components analysis [42]. This method specifically accounts for the
fact that the observed variables are ordinal, and constructs underlying continuous latent vari-
ables corresponding to the principle components. The first principle component accounts for
69% of the variation in the scores and the first two principle components together account for
90%. We call the corresponding latent variables Ownership1 and Ownership2 respectively.
Ownership1 is highly correlated with each of the questionnaire scores and Ownership2 only
with MBodies (see Table 2). A mixed effects regression of Ownership1 on Own Body + Other
Body + Own Body × Other Body with robust standard errors reveals no significant terms. The
interaction term has z = 1.36, P = 0.173, and eliminating the interaction term the main effects
have Own Body (z = 0.25, P = 0.802) and Other Body (z = -0.65, P = 0.516). Similarly there are
no effects for Ownership2.
Virtual race transformation
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Fig 1. The scenario (A) The physical setup showing the participant wearing a full body motion capture suit
and the head-mounted display (B) The participant sees a picture displayed on the front wall and her virtual
(Black) partner to her right. (C) The participant is embodied as Black, her virtual (White) partner is to her right,
and she can see herself and her partner in the mirror (D) The participant is embodied as White and can see
herself and her (Black) partner in the mirror. The virtual interaction partners are the same apart from skin color
and clothing, as described in Methods.
https://doi.org/10.1371/journal.pone.0174965.g001
Virtual race transformation
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Since the factors (Own Body, Other Body) do not influence the questionnaire scores, Wil-
coxon matched-pairs sign-rank tests are used to compare the overall scores irrespective of
these factors. The results in Table 3 show that there is no difference between MeMirror and
MeDown, and that each of these is quite different from the consistency question (NotMe) and
the control question (MBodies), supporting what can be seen in Fig 2A.
The MyMovements and Agency questions (Fig 2B) have very high scores, the median being
5, and the 25th percentile at least 4 in all conditions. These are in fact only a test of the workings
of the system, since through the real-time motion capture it was the case that the movements
of the virtual body corresponded well to the real movements of the participants.
Implicit association tests for racial bias
A racial IAT was administered before the first (PreIAT) and after the second (PostIAT) VR expo-
sure. Since each participant experienced both Other Black and Other White conditions, only the
between groups factor Own Body is relevant (Self Black and Self White, n = 16 in each group). The
means ± standard errors of PreIAT are 0.60 ± 0.08 for Self White (t(15) = 7.69, P< 0.00005 for the
two-tailed test that the mean is 0), and 0.56 ± 0.08 for Self Black (t(15) = 6.98, P< 0.00005). The
hypothesis that the two means are equal is not rejected (t(30) = 0.32, P = 0.75). The change in IAT
(dIAT = PostIAT—PreIAT) after the two VR exposures are similarly not different: -0.09 ± 0.09 for
Self White and -0.11 ± 0.17 for Self Black (t(30) = 0.89, P = 0.449).
After each trial participants were asked ‘How much did you like the other person (with
whom you had carried out the task)?’ on a 1 (not at all) to 5 (a lot) scale (see also S1 Text). We
refer to this as variable ‘Liking’. Fig 3A shows the scatter plot of dIAT on Liking by the factor
Own Body amongst those who had interacted with the Black virtual partner in the trial that
they had just completed. Those embodied in the Black body show that decrease in dIAT is
associated with greater Liking, whereas this is not the case for those embodied in the White
body. ANCOVA of dIAT on Own Body + Liking + Own Body × Liking shows that the negative
slope for those in the Black Body is significantly different from the White Body case (F(1,28) =
9.11, P = 0.005, Partial η2 = 0.25), with overall R2 = 0.43). The residual errors of the fit are com-
patible with normality (Shapiro-Wilk test P = 0.23). To check that this is not caused by the low-
est extreme point in the Self Black condition, when we eliminate this point F(1,27) = 6.67,
P = 0.016, Partial η2 = 0.20, with overall R2 = 0.39 (Shapiro-Wilk P = 0.88). By contrast Fig 3B
shows that in the situation of interaction with the White virtual partner there is no association
between dIAT and Liking: the equivalent statistics are F(1,28) = 1.93, P = 0.18, Partial η2 =
0.06, with overall R2 = 0.10 (Shapiro-Wilk P = 0.42). Of course if the outlying point is elimi-
nated then the fit is even worse (e.g., R2 = 0.05). Further consideration of the impact of the var-
iable ‘Liking’ is given in S1 Text.
Table 1. Body ownership and agency questionnaire each score is on a 1–5 Scale, where 1 = completely
disagree, 5 = completely agree.
Variable
Name
Statement
MeMirror Although the virtual body did not look like me, I had the sensation that the virtual body I
saw in the mirror was mine.
MeDown Although the virtual body did not look like me, when I looked at my body I had the
sensation that it was mine.
NotMe I felt that the virtual body was not mine.
MBodies During the experiment there were moments when I felt I had more than one body.
Agency I felt that I controlled the avatar as if it were my body.
MyMovements The virtual body moved according to my movements.
https://doi.org/10.1371/journal.pone.0174965.t001
Virtual race transformation
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Fig 2. Questionnaire responses on body ownership and agency. (A) The questions related to ownership. (B)
The questions related to agency. The medians are shown as the thick black horizontal lines, and the interquartile
ranges (IQR) are the boxes. The whiskers extend from the quartiles ±1.5×IQR within the range of the data. Values
outside of these ranges are shown as individual outliers.
https://doi.org/10.1371/journal.pone.0174965.g002
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Mimicry
The mimicry response variable is our major variable of interest. Operationally it is a count of
the number of mimicry events that occurred in the different conditions (see Methods). Fig 4A
shows the mean and standard errors of the mimicry counts (nmimicry) by the match of skin
color between Own Body and Other Body (Same Skin, Different Skin). It can be seen that the
mean nmimicry is greater when the skin color of the Own Body and the Other Body are the
same. However, the bar charts do not take into account the repeated measures over the partici-
pants. Since we are working with a count variable the appropriate error distribution is Poisson.
A mixed effects regression, using the Stata 14 function ‘mepoisson’ with robust standard
errors, shows z = 3.22, P = 0.001 for the test of no difference between Same Skin and Different
Skin. The 95% confidence interval for the difference between the means of Same Skin and Dif-
ferent Skin is 0.14 to 0.58.
Fig 4B shows the result in more detail with respect to the skin colors. It is again clear that
the amount of mimicry was greatest when the two bodies had the same skin color compared to
when they were different. A mixed effects (Poisson) regression of nmimicry on Own Body +
Other Body + Own Body × Other Body shows a significant interaction effect (z = 3.14,
P = 0.002) indicating that at least one combination of Own Body and Other Body is signifi-
cantly different from the others. Our specific interest is to compare the amount of mimicry
when Own Body is White and the Other Body is White compared to Black, and when Own
Body is Black and the Other Body is Black compared to White. In order to test this we used
multiple simultaneous contrasts (Sidak method) with the results shown in Table 4. The results
support the idea that the amount of mimicry is greater when the participant is embodied as
Black and the virtual partner is Black than when the virtual partner is White, and similarly
when Own Body is White greater mimicry when the Other Body is White compared to Black
(though this is supported at a lesser level of significance).
Finally it should be noted that the IAT scores show no significant influence if added to the
models discussed in this section. Hence the mimicry results occur irrespective of the Pre- or
PostIAT scores.
Table 2. Body ownership questionnaire scores. Spearman correlation coefficients (ρ) and corresponding significance levels (P) between the original
scores and the principle component latent variables. A significance level 0.0000 indicates P < 0.00005.
MeMirror MeDown NotMe MBodies
Ownership1 ρ = 0.81
(0.0000)
ρ = 0.84
(0.0000)
ρ = -0.88
(0.0000)
ρ = -0.56
(0.0000)
Ownership2 ρ = 0.21
(0.102)
ρ = 0.16
(0.193)
ρ = 0.15
(0.252)
ρ = 0.85
(0.0000)
https://doi.org/10.1371/journal.pone.0174965.t002
Table 3. Differences between the body ownership questionnaire scores. Wilcoxon matched-pairs sign-rank tests z with corresponding significance
level (P). A significance level 0.0000 indicates P < 0.00005.
MeMirror MeDown NotMe MBodies
MeMirror z = 0.281
(0.778)
z = 5.505
(0.0000)
z = 5.780
(0.0000)
MeDown z = 5.134
(0.0000)
z = 5.565
(0.0000)
NotMe z = -0.404
(0.686)
https://doi.org/10.1371/journal.pone.0174965.t003
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 8 / 20
−
2
−
1
0
1
1 2 3 4 5 1 2 3 4 5
Self White Self Black
dI
AT
 =
 P
os
tIA
T 
− 
Pr
eI
AT
liking
−
2
−
1
0
1
1 2 3 4 5 1 2 3 4 5
Self White Self Black
dA
IT
 =
 P
os
tIA
T 
− 
Pr
eI
AT
liking
A
B
Fig 3. Scatter diagram of change in IAT on liking by own body. (A) After interaction with the Black virtual
partner. (B) After interaction with the White virtual partner.
https://doi.org/10.1371/journal.pone.0174965.g003
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Fig 4. Bar charts of means and standard errors of the number of mimicry events by conditions (A) Comparing when
Self and Other bodies have the same or different skin color (B) by the Self and Other Body conditions.
https://doi.org/10.1371/journal.pone.0174965.g004
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Discussion
The experiment has demonstrated three results that we discuss in turn. First, the participants
had strong body ownership illusion over the virtual body, irrespective of skin color (Fig 2).
This is in line with previous results on full-body ownership in immersive VR. For example, in
[6] it was found that there was a strong body ownership illusion (all participants White) over a
White, Black and purple body. In [5] there was strong body ownership of adults over a (five
year old) child body, provided that there was visuomotor synchrony and correspondence
between real and virtual body movements. Experiencing the body from first person perspec-
tive [38, 43] is one critical factor for body ownership, and when movement of the real body is
allowed then visuomotor synchrony with corresponding movements is also necessary [39, 40].
However, this result stands in contrast with [11] who found that White participants reported a
stronger sense of ownership over a white than a black rubber hand. It is possible that holistic
racial transformations using full-body ownership illusions are easier to achieve than the illu-
sion of ownership of a single artificial body part. This result on full body ownership has now
been replicated four times: the study by Peck et al. [6], and two experiments reported in [10],
together with the results in this paper.
Second, we found that there was no change in implicit racial bias as measured by the IAT
simply as a result of the embodiment, i.e., the mean changes are the same whether the partici-
pants were embodied in the White or Black body. However, this study is different from those
described in [6, 10] since there was a social interaction that participants could have experi-
enced as negative or positive depending on their own individual preferences, keeping in mind
that the virtual partner’s verbal and nonverbal behaviors were standardized and cross-balanced
across conditions (see Methods).
This finding stands apart from all but one of the previous experiments that have used multi-
sensory integration to achieve embodiment of White participants with a Black body (or body
part in the case of the Rubber Hand Illusion) [6, 7, 10], where an overall and significant reduc-
tion in implicit bias has consistently resulted from the embodiment. The exception was
Groom, Bailenson, et al. [41] which found that implicit racial bias increased. Apart from the
many methodological differences between that study and the others, there is one common fac-
tor with the current study—which is that there was a social interaction involved. In the case of
[41] this was in the situation of a job interview, which is associated with an exacerbation of
implicit bias [44, 45]. In the current study the scenario involved a social interaction that, in
itself, was neutral, but where participants may have liked their (virtual) partner to a lesser or
greater degree. Intergroup contact theory argues that positive interaction with members of an
‘out-group’ tends to reduce bias [46–48]. This would imply that participants in our study who
happen to have liked their virtual partner should show a greater reduction in implicit bias than
those who did not. Although this was not one of our hypotheses prior to this experiment we
found that for those embodied as Black the extent to which they liked their virtual partner was
associated with a reduction in implicit bias. We cannot know the direction of causality but this
is partially consistent with the Contact hypothesis [47, 48], except according to that racial bias
Table 4. Contrasts for (own body, other body), sidak method of multiple comparisons S = Self,
O = Other, W = White, B = Black. Results are on a log scale due to poisson regression.
Terms Contrast S.E. P 95% CI
(SW,OW)–(SW, OB) 0.39 .19 0.069 -0.02 to 0.81
(SB, OB)–(SB, OW) 0.33 .14 0.030 0.03 to 0.64
https://doi.org/10.1371/journal.pone.0174965.t004
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should have decreased also for those who interacted with the Black virtual character while in
the White body the more that they liked that character.
Turning now to the main purpose of our research, this was to address the third point,
whether the degree of mimicry is greater for same-race dyads compared to different-race
dyads. Interestingly, we have found that this effect occurs depending on the virtual body’s race,
not participants’ actual racial group membership. When embodied in a Black virtual body,
White participants treated their Black virtual partner as if she was a member of their in-group
(i.e., more favorably as indicated by increased mimicry), and the White partner was treated
like an out-group member (decreased mimicry). This finding demonstrates the plasticity of
racial self-categorizations and the malleability of the racial in-group bias [14].
This result may be caused by perceptual similarity between the virtual bodies. People are
generally more attracted to and more likely to form relationships with others who are similar
to themselves in terms of psychological or physiological attributes than with dissimilar others
[49]. The desire to affiliate with similar others has been found to activate automatic social
behaviors, such as mimicry as an unconscious attempt to increase rapport and closeness
between interaction partners [50]. Skin color can provide a strong cue for self-similarity [15].
When being immersed in VR, the skin color of one’s virtual body is visually salient while the
physical body is not visible. Hence it is likely that the properties of the virtual body rather than
participants’ physical body determine who is perceived as self-similar. However, it is clearly
culturally salient ‘race’ rather than simply ‘being different’ that is one of the roots of implicit
bias, since Avenanti, Sirigu, et al. [51] found that individuals will empathically react to the pain
inflicted on others when they are in the same racial in-group or when they are quite different
(e.g., having violet colored skin) but not when they are clearly representative of a racial out-
group.
Reversed in-group bias may be explained by a process called egocentric social projection
[52], which has been found to be activated even in conditions of minimal group membership;
that is, when people are assigned to a novel in-group according to arbitrary criteria, such as
shirt color [53]. People tend to use the self as a source of information to give meaning to a
novel in-group (i.e., self-anchoring; [54]). As people typically evaluate themselves positively,
these positive evaluations are projected onto the novel in-group. By altering people’s self-
views, they also change their perceptions of the in-group [55]. Hence, when we put White par-
ticipants into a Black virtual body, the novel racial category becomes associated with the self,
and they automatically transfer their positive self-evaluations onto their novel in-group. This
argumentation is supported by previous research that has shown that positive self-esteem may
even be transferred to a novel in-group that is objectively equivalent to one’s out-group [56],
which is also the case in the current experiment. The more overlap there is between the self
and the in-group, the stronger the favoritism towards the in-group [57]. Hence, by creating a
strong illusion of ownership of a Black virtual body, we facilitate the transfer of positive self-
evaluations to the novel in-group; to the extent that the novel in-group is preferred over one’s
natural in-group.
Such virtual race transformations may be an effective strategy for combating automatic
expressions of racial bias. It goes beyond traditional forms of perspective-taking that requires
participants to imagine being a member of the out-group [34]. Instead, it provides the oppor-
tunity to actually experience an alternative racial identity, and turns people’s natural out-group
temporarily into their novel in-group. As demonstrated in the current experiment, this has an
immediate impact on participants’ automatic social behaviors in simulated interracial
interactions.
It is important to note that what might be thought of as a non-important change as a result
of embodiment (i.e., increasing rates of mimicry) may have wide-ranging consequences.
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 12 / 20
Letting participants unconsciously exhibit a reversed racial in-group bias may facilitate the
establishment of more positive interracial relationships outside of the VR simulation. While
this further ranging implication has yet to be investigated, the current research points into a
promising new direction in the still ongoing struggle against racism in many areas of our daily
lives.
Finally we remark on some limitations of this study. The ideal experimental design would
have included an asynchronous condition, to make doubly sure that the effects were due to the
illusion of body ownership. We did not include this because in every study where there has
been a visuomotor asynchronous condition the illusion of body ownership was substantially
reduced and correspondingly the attitudinal and behavioral consequences were similarly
extinguished [5, 6, 39]. Of course we cannot be sure that the same would have occurred with
this study, but it is highly likely. Second, another aspect of the ideal experimental design would
have been that it would have allowed within group comparisons, i.e., paired scores on individ-
uals embodied in both the Black and White body in counterbalanced order. However, as was
found in [58] there can be very strong order effects, and moreover participants are more likely
to be able to guess the purposes of the study. Third, although study of the IAT was not the
motivation for this work, our finding that there was no change in IAT as a result of embodi-
ment in the Black body was not what we expected prior to the experiment. Therefore the anal-
ysis of the impact of liking the virtual partner was post hoc, and should be considered as
having generated a hypothesis for a new study rather than as a conclusive result. Finally, the
study was carried out only with female participants, a limitation that should be addressed in
subsequent work.
Methods
Participants and design
The experiment was conducted with 32 White, female students from the University of Barce-
lona. All but one were aged between 19 and 31 years with one aged 52. The results are not
affected by whether or not the individual aged 52 is excluded. We used a 2×2 mixed-factorial
design with Own Body as a between-subject factor (Self White and Self Black) and the virtual
partner’s race, Other Body, as the within-subject factor (Other White, Other Black). Partici-
pants were randomly assigned to one of the racial embodiment conditions. Half were embod-
ied in a White virtual body and the other half in a Black one. All participants interacted with
two other virtual characters (one White, one Black), in counter-balanced order. The experi-
ment was approved by the Comissio´ de Bioètica de la Universitat de Barcelona, and carried
out in accordance with the approval. Participants gave written informed consent.
Virtual environment
The virtual environment was programmed using Unity 3D (version 5.0.4) and displayed using
an Oculus Rift (DK2) head-mounted display. It consisted of a simple 3D virtual room
equipped with a virtual mirror, which reflected the participant’s virtual body as a mirror image
(Fig 1). When participants entered the virtual environment, they were embodied in a life-sized
virtual body that visually substituted their real body as seen from their own first person per-
spective. They would see the virtual body instead of their real body when looking down
towards themselves and when looking at their reflection in the virtual mirror. As they moved
their real body, they would see their virtual body move synchronously. This was achieved by
real-time motion capture from a full-body tracking suit for real-time motion capture, the
Xsens MVN system, using techniques described in [59].
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During the interaction task, another virtual body was in the room next to the participant
and photographs were displayed on the wall in front of both the participant and the virtual
character. The participant’s virtual body was positioned so that the other virtual body was
always within her visual field–both seen through the mirror or standing to her right.
The virtual bodies were created using Mixamo Fuse (version 1.3). Identical 3D models were
used for the two virtual interaction partners (Fig 5). They had the same facial features except
for different skin color and hair style, the same body height and width, and wore the same
clothes but with variations in color and texture. They were animated in a standardized way
using a pre-recorded sequence of body movements from a human actor recorded by the Xsens
system. The two versions of participants’ own virtual body (White, Black) were created in the
same way based on identical 3D models. However, their body movements were generated in
real-time according to participants’ actual body movements.
Picture description task
The interaction between the participant and their virtual partner consisted of a picture descrip-
tion task; a procedure adapted from previous mimicry experiments [12, 60]. It provides a
structured way of interacting with another person without disclosing any personal informa-
tion, which may unintentionally influence the rate of mimicry. Participants took turns with
their virtual partner to describe pictures that appeared on the virtual wall in front of them. We
used a set of 12 photographs that display people in different social situations (e.g., shopping,
traveling, or playing). The photographs were taken from various websites. The criteria for
selection were moderate emotional content and similar amount of portrayed activity, as well as
a certain level of ambiguity leaving enough room for interpretation. In each session 6 pictures
were displayed (in counter-balanced order across conditions). Each picture was displayed for 1
minute. The task was for the virtual partner and the participant to each express their views
about the pictures. They were asked to describe what they could see on the picture (e.g., visual
aspects) and/or anything that comes to mind (e.g., what the persons on the photograph might
be thinking or feeling). The voice of the virtual partner’s descriptions had been pre-recorded
and were played automatically and included automatically generated lip sync derived from the
recorded voice.
The sequence of movements were exactly the same for each of the two virtual interaction
partners. We used a 3 minute sequence of mimicry triggers (touching hands, arms on hips,
scratching arm etc.) about every 5–10 seconds. This 3 minute sequence was repeated once–
with smooth transitions from the end of the first to the beginning of the second sequence so
that the total interaction time was exactly 6 minutes.
Response variable details
Mimicry count. The extent of mimicry (i.e., how often the participant imitated the other virtual
body) was determined by two independent coders based on video recordings of participants’
physical body movements during the picture description task. These videos were synchronized
with clips of the other virtual character’s movements, which were played in skeleton view in
order to conceal its appearance (see S1 Video). Hence, the coders were blind to the experimen-
tal condition. Neither the race of participants’ own virtual body nor the other’s race were visi-
ble during coding. Sound was removed from the videos in order not to distract from the
nonverbal behaviors. Coded behaviors include: touching face, touching hand, arms on hips,
arms down, scratching arm, and shifting weight between left and right foot. Only those cases
were considered as mimicry where the participant performed a similar gesture/posture as the
virtual partner with a delay of no more than 10 seconds. This is a common practice employed
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in previous mimicry studies, e.g., [61]. For each mimicry event, one point was added to the
mimicry score. When the participant performed one of the target behaviors but the other vir-
tual character did not display this behavior in the previous 10 seconds, it was not scored as a
mimicry event. The virtual partner performed a gesture or weight shift every 5–10 seconds,
and any similar movement by the participant was marked as mimicry that occurred within the
following 10 seconds. For example, the virtual partner may have shifted her weight from the
left to the right leg and then folded her hands all within 5 seconds and the participant may
Fig 5. The virtual bodies (A) Own virtual body (White) (B) Own virtual body (Black) (C) Other virtual body (White) (D) Other virtual body
(Black).
https://doi.org/10.1371/journal.pone.0174965.g005
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have mimicked the hand folding, but not the weight shift. This would have resulted in a count
of 1. Had the participant followed both the hand folding and weight shift this would have been
counted as 2. Other gestures were very short, such as scratching an arm or the face. Therefore
in some cases it would have been possible for 2 different gestures to have been performed by
the virtual partner and only one mimicked by the participant. Inter-rater reliability was high in
both the first (Cronbach’s alpha = .87) and the second VR session (Cronbach’s alpha = .92).
Disagreements between the two coders were resolved by consensus.
Racial IAT. Participants’ racial in-group bias was measured using a racial IAT [62] that was
used in a previous racial embodiment experiment [6]. The test requires participants to catego-
rize faces of Black and White people as well as positive and negative words. The IAT score is
calculated based on the difference in response times and categorization accuracy between bias-
congruent trials (White-positive and Black-negative) compared to bias-incongruent trials
(Black-positive and White-negative). Higher scores indicate greater racial in-group bias; that
is, shorter response times and lower error rates in categorizing congruent trials compared to
incongruent trials.
Procedures
The experiment was conducted in three parts with a 2–3 day interval between sessions. In the
first session, participants received information about the experimental procedure and were
asked to sign an informed consent form. Then they completed a questionnaire containing gen-
eral demographic questions as well as questions about their prior experience with VR and
video games. Finally, they performed a racial IAT (PreIAT measure). In the second and third
sessions, participants were immersed in the VR environment, embodied either in a White or
Black virtual body according to their experimental condition. Each of these VR sessions started
with a three-minute embodiment phase, which required participants to perform a standard-
ized sequence of movements to become familiar with their virtual body. Pre-recorded instruc-
tions were delivered through headphones, to move their head, arms, and legs while looking
down towards themselves or looking at their reflection in the virtual mirror. At the end of this
phase, textual instructions were presented about the next part of the experiment. Then they
engaged in a 6-minutes picture description task, taking turns with their virtual partner describ-
ing the pictures that appeared on the virtual wall in front of them. During the task, the virtual
partner displayed a pre-recorded sequence of body postures and gestures as potential triggers
for imitation, including face and hand touching, arm scratching, arms on hips, arms down,
and weight shifts between right and left foot. Participants’ physical body movements were
video-recorded during this task in order to count the amount of mimicry later. Immediately
after completing the picture description task, participants completed a questionnaire related to
body ownership and agency. In addition, they provided explicit evaluations of their virtual
partner and their task experience. These additional measures are reported in S1 Text. After the
final session the IAT measure was repeated (PostIAT).
Statistical methods
Stata 14 (www.stata.com) was used for all statistical analysis, and the bar chart with a Stata pro-
gram [63]. The mixed effects Poisson regression used the Stata function ‘mepoisson’ with fixed
effects Own Body and Other Body and random effects over the individuals with the robust
standard errors option. The polychoric PCA was carried out with the Stata function ‘polychor-
icpca’ [64]. The data file is available in S1 Data.
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 16 / 20
Supporting information
S1 Text. Background data and supplementary analysis.
(DOCX)
S1 Video. A video showing the major highlights of the experimental study.
(MP4)
S1 Data. The full data set in Microsoft Excel format.
(XLSX)
Acknowledgments
The first author’s work was supported by a fellowship from the Swiss National Science Foun-
dation (Grant No. 142092). The project was carried out under the EU FP7 FET Project VERE
(#257695). Thanks to Domna Banakou for help with the Implicit Association Test, and Sameer
Kishore, Rodrigo Pizarro and Birgit Nierula for help with the video, and Prof. Salvatore Aglioti
for commenting on an earlier version of the paper. This work was also supported by PSI2014-
56301-R Ser Einstein: La Influencia de Internalizar un Cuerpo Virtual en la Inteligencia, Min-
isterio de Economı´a, Industria y Competitividad of Spain.
Author Contributions
Conceptualization: BSH MS.
Data curation: MS.
Formal analysis: MS.
Funding acquisition: MS BSH.
Investigation: BSH BS.
Methodology: BSH MS.
Project administration: MS.
Software: BS.
Supervision: MS.
Validation: MS.
Visualization: BS.
Writing – original draft: BSH MS.
Writing – review & editing: MS BSH BS.
References
1. Botvinick M, Cohen J. Rubber hands ’feel’ touch that eyes see. Nature. 1998; 391(6669):756–. https://
doi.org/10.1038/35784 PMID: 9486643
2. Blanke O, Slater M, Serino A. Behavioral, Neural, and Computational Principles of Bodily Self-Con-
sciousness. Neuron. 2015; 88(1):145–66. https://doi.org/10.1016/j.neuron.2015.09.029 PMID:
26447578
3. Blanke O. Multisensory brain mechanisms of bodily self-consciousness. Nature Reviews Neuroscience.
2012; 13:556–71. https://doi.org/10.1038/nrn3292 PMID: 22805909
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 17 / 20
4. Ehrsson HH. The Concept of Body Ownership and Its Relation to Multisensory Integration. In: Stein BE,
editor. The New Handbook of Multisensory Processes. Cambridge, MA, USA: MIT Press; 2012. p.
775–92.
5. Banakou D, Groten R, Slater M. Illusory ownership of a virtual child body causes overestimation of
object sizes and implicit attitude changes. PNAS. 2013; 110:12846–51. https://doi.org/10.1073/pnas.
1306779110 PMID: 23858436
6. Peck TC, Seinfeld S, Aglioti SM, Slater M. Putting yourself in the skin of a black avatar reduces implicit
racial bias. Consciousness and cognition. 2013; 22:779–87. https://doi.org/10.1016/j.concog.2013.04.
016 PMID: 23727712
7. Maister L, Sebanz N, Knoblich G, Tsakiris M. Experiencing ownership over a dark-skinned body
reduces implicit racial bias. Cognition. 2013; 128:170–8. https://doi.org/10.1016/j.cognition.2013.04.
002 PMID: 23680793
8. Maister L, Slater M, Sanchez-Vives MV, Tsakiris M. Changing bodies changes minds: owning another
body affects social cognition. Trends in Cognitive Sciences. 2015; 19(1):6–12. https://doi.org/10.1016/j.
tics.2014.11.001 PMID: 25524273
9. Schnabel K, Asendorpf JB, Greenwald AG. Using Implicit Association Tests for the assessment of
implicit personality self-concept. Handbook of personality theory and testing. 2008:508–28.
10. Banakou D, PD H, Slater M. Virtual Embodiment of White People in a Black Virtual Body Leads to a
Sustained Reduction in their Implicit Racial Bias. Frontiers in Human Neuroscience. 2016; 10:601.
https://doi.org/10.3389/fnhum.2016.00601 PMID: 27965555
11. Farmer H, Tajadura-Jimenez A, Tsakiris M. Beyond the colour of my skin: how skin colour affects the
sense of body-ownership. Consciousness and Cognition. 2012; 21:1242–56. https://doi.org/10.1016/j.
concog.2012.04.011 PMID: 22658684
12. Chartrand TL, Bargh JA. The Chameleon effect: The perception-behavior link and social interaction.
Journal of Personality and Social Psychology. 1999; 76:893–910. PMID: 10402679
13. Tajfel H, Turner JC. The Social Identity Theory of Intergroup Behavior. In: Jost JT, Sidanius J, editors.
Political psychology: Key readings. New York: Psychology Press; 2004.
14. Brewer MB. In-group bias in the minimal intergroup situation: A cognitive-motivational analysis. Psycho-
logical bulletin. 1979; 86(2):307.
15. Cosmides L, Tooby J, Kurzban R. Perceptions of race. Trends in cognitive sciences. 2003; 7(4):173–9.
PMID: 12691766
16. Ito TA, Urland GR. Race and gender on the brain: electrocortical measures of attention to the race and
gender of multiply categorizable individuals. Journal of personality and social psychology. 2003; 85
(4):616. https://doi.org/10.1037/0022-3514.85.4.616 PMID: 14561116
17. Montepare JM, Opeyo A. The relative salience of physiognomic cues in differentiating faces: A method-
ological tool. Journal of Nonverbal Behavior. 2002; 26(1):43–59.
18. Meissner CA, Brigham JC. Thirty years of investigating the own-race bias in memory for faces: A meta-
analytic review. Psychology, Public Policy, and Law. 2001; 7(1):3.
19. Bar-Haim Y, Ziv T, Lamy D, Hodes RM. Nature and nurture in own-race face processing. Psychological
science. 2006; 17(2):159–63. https://doi.org/10.1111/j.1467-9280.2006.01679.x PMID: 16466424
20. Kubota JT, Banaji MR, Phelps EA. The neuroscience of race. Nature Neuroscience. 2012; 15:940–8.
https://doi.org/10.1038/nn.3136 PMID: 22735516
21. Molenberghs P. The neuroscience of in-group bias. Neuroscience & Biobehavioral Reviews. 2013; 37
(8):1530–6.
22. Rizzolatti G, Craighero L. The mirror-neuron system. Annu Rev Neurosci. 2004; 27:169–92. https://doi.
org/10.1146/annurev.neuro.27.070203.144230 PMID: 15217330
23. Chartrand TL, van Baaren R. Human Mimicry. Advances in Experimental Social Psychology. 2009;
41:219–74.
24. Gutsell JN, Inzlicht M. Empathy constrained: Prejudice predicts reduced mental simulation of actions
during observation of outgroups. Journal of Experimental Social Psychology. 2010; 46(5):841–5.
25. Bourgeois P, Hess U. The impact of social context on mimicry. Biological psychology. 2008; 77(3):343–
52. https://doi.org/10.1016/j.biopsycho.2007.11.008 PMID: 18164534
26. Van Baaren R, Janssen L, Chartrand TL, Dijksterhuis A. Where is the love? The social aspects of mim-
icry. Philosophical Transactions of the Royal Society of London B: Biological Sciences. 2009; 364
(1528):2381–9. https://doi.org/10.1098/rstb.2009.0057 PMID: 19620109
27. Yabar Y, Johnston L, Miles L, Peace V. Implicit behavioral mimicry: Investigating the impact of group
membership. Journal of Nonverbal Behavior. 2006; 30(3):97–113.
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 18 / 20
28. Stel M, Blascovich J, McCall C, Mastop J, Van Baaren RB, Vonk R. Mimicking disliked others: Effects of
a priori liking on the mimicry-liking link. European Journal of Social Psychology. 2010; 40(5):867–80.
29. Johnston L. Behavioral mimicry and stigmatization. Social Cognition. 2002; 20(1):18.
30. Chiao JY, Mathur VA. Intergroup empathy: how does race affect empathic neural responses? Current
Biology. 2010; 20(11):R478–R80. https://doi.org/10.1016/j.cub.2010.04.001 PMID: 20541493
31. Gutsell JN, Inzlicht M. Intergroup differences in the sharing of emotive states: neural evidence of an
empathy gap. Social cognitive and affective neuroscience. 2012; 7(5):596–603. https://doi.org/10.1093/
scan/nsr035 PMID: 21705345
32. Turner JC, Oakes PJ, Haslam SA, McGarty C. Self and collective: Cognition and social context. Person-
ality and Social Psychology Bulletin. 1994; 20:454.
33. Blair IV. The malleability of automatic stereotypes and prejudice. Personality and Social Psychology
Review. 2002; 6:242–61.
34. Davis MH, Conklin L, Smith A, Luce C. Effect of perspective taking on the cognitive representation of
persons: a merging of self and other. Journal of personality and social psychology. 1996; 70(4):713.
PMID: 8636894
35. Galinsky AD, Moskowitz GB. Perspective-taking: decreasing stereotype expression, stereotype acces-
sibility, and in-group favoritism. Journal of personality and social psychology. 2000; 78(4):708. PMID:
10794375
36. Todd AR, Bodenhausen GV, Galinsky AD. Perspective-taking combats the denial of intergroup discrimi-
nation. Journal of Experimental Social Psychology. 2012; 48:738–45.
37. Vorauer JD, Martens V, Sasaki SJ. When trying to understand detracts from trying to behave: effects of
perspective taking in intergroup interaction. Journal of personality and social psychology. 2009; 96
(4):811. https://doi.org/10.1037/a0013411 PMID: 19309204
38. Slater M, Spanlang B, Sanchez-Vives MV, Blanke O. First person experience of body transfer in virtual
reality. PLOS ONE. 2010; 5(5):e10564–e. https://doi.org/10.1371/journal.pone.0010564 PMID:
20485681
39. Banakou D, Slater M. Body Ownership Causes Illusory Self-Attribution of Speaking and Influences Sub-
sequent Real Speaking. PNAS. 2014; 111(49):17678–83. https://doi.org/10.1073/pnas.1414936111
PMID: 25422444
40. Kokkinara E, Slater M. Measuring the effects through time of the influence of visuomotor and visuotac-
tile synchronous stimulation on a virtual body ownership illusion. Perception. 2014; 43(1):43–58. https://
doi.org/10.1068/p7545 PMID: 24689131
41. Groom V, Bailenson JN, Nass C. The influence of racial embodiment on racial bias in immersive virtual
environments. Social Influence. 2009; 4:231–48.
42. Olsson U. Maximum likelihood estimation of the polychoric correlation coefficient. Psychometrika.
1979; 44:443–60.
43. Petkova VI, Khoshnevis M, Ehrsson HH. The perspective matters! Multisensory integration in ego-cen-
tric reference frames determines full-body ownership. Frontiers in Psychology. 2011; 2:Article 35.
44. Dasgupta N. Implicit ingroup favoritism, outgroup favoritism, and their behavioral manifestations. Social
Justice Research. 2004; 17:143–69.
45. Jost JT, Rudman LA, Blair IV, Carney DR, Dasgupta N, Glaser J, et al. The existence of implicit bias is
beyond reasonable doubt: A refutation of ideological and methodological objections and executive sum-
mary of ten studies that no manager should ignore. Research in Organizational Behavior. 2009; 29:39–
69.
46. Allport GW. The nature of prejudice. 1954.
47. Pettigrew TF. Intergroup contact theory. Annual review of psychology. 1998; 49(1):65–85.
48. Pettigrew TF, Tropp LR. A meta-analytic test of intergroup contact theory. Journal of Personality and
Social Psychology. 2006; 90:751–83. https://doi.org/10.1037/0022-3514.90.5.751 PMID: 16737372
49. McPherson M, Smith-Lovin L, Cook JM. Birds of a feather: Homophily in social networks. Annual review
of sociology. 2001:415–44.
50. Lakin JL, Chartrand TL. Using nonconscious behavioral mimicry to create affiliation and rapport. Psy-
chological Science. 2003; 14:334–9. https://doi.org/10.1111/1467-9280.14481 PMID: 12807406
51. Avenanti A, Sirigu A, Aglioti SM. Racial bias reduces empathic sensorimotor resonance with other-race
pain. Current Biology. 2010; 20:1018–22. https://doi.org/10.1016/j.cub.2010.03.071 PMID: 20537539
52. Otten S. " Me and us" or" us and them"? The self as a heuristic for defining minimal ingroups. European
review of social psychology. 2003; 13(1):1–33.
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 19 / 20
53. Kurzban R, Tooby J, Cosmides L. Can race be erased? Coalitional computation and social categoriza-
tion. PNAS. 2001; 98:15387–92. https://doi.org/10.1073/pnas.251541498 PMID: 11742078
54. Cadinu MR, Rothbart M. Self-anchoring and differentiation processes in the minimal group setting. Jour-
nal of personality and social psychology. 1996; 70(4):661. PMID: 8636892
55. Cho JC, Knowles ED. I’m like you and you’re like me: Social projection and self-stereotyping both help
explain self–other correspondence. Journal of personality and social psychology. 2013; 104(3):444.
https://doi.org/10.1037/a0031017 PMID: 23276270
56. Gramzow RH, Gaertner L. Self-esteem and favoritism toward novel in-groups: the self as an evaluative
base. Journal of personality and social psychology. 2005; 88(5):801. https://doi.org/10.1037/0022-
3514.88.5.801 PMID: 15898876
57. Turner JC, Hogg MA, Oakes PJ, Reicher S, Wetherell MS. A self-categorization theory. Rediscovering
the social group: A self-categorization theory. Oxford, England: Blackwell; 1987.
58. Llobera J, Sanchez-Vives MV, Slater M. The relationship between virtual body ownership and tempera-
ture sensitivity. J R Soc Interface. 2013; 10:1742–5662.
59. Spanlang B, Normand J-M, Borland D, Kilteni K, Giannopoulos E, Pomes A, et al. How to Build an
Embodiment Lab: Achieving Body Representation Illusions in Virtual Reality. Frontiers in Robotics and
AI. 2014; 1.
60. Cheng CM, Chartrand TL. Self-monitoring without awareness: using mimicry as a nonconscious affilia-
tion strategy. Journal of personality and social psychology. 2003; 85(6):1170. https://doi.org/10.1037/
0022-3514.85.6.1170 PMID: 14674822
61. Stel M, Van Baaren RB, Vonk R. Effects of mimicking: Acting prosocially by being emotionally moved.
European Journal of Social Psychology. 2008; 38(6):965–76.
62. Greenwald AG, Nosek BA, Banaji MR. Understanding and using the Implicit Association Test: I. An
improved scoring algorithm. Journal of Personality and Social Psychology. 2003; 85:197. PMID:
12916565
63. Staudt A. CIBAR: Stata module to plot bar graphs and confidence intervals over groups 2014. Available
from: https://ideas.repec.org/c/boc/bocode/s457805.html.
64. Kolenikov S, A´ ngeles G. The use of discrete data in PCA: theory, simulations, and applications to socio-
economic indices. Working Paper of MEASURE/Evaluation project, [Internet]. 2004.
Virtual race transformation
PLOS ONE | https://doi.org/10.1371/journal.pone.0174965 April 24, 2017 20 / 20
